


PUZZLES 
& INSTRUCTIONS 











Press on battery door 
and slide out. 







Insert one 9-volt 
alkaline battery 
as shown. Close 
door and slide 
back into place. 





WHEEL <¢ FORTUNE 
TV PLAY-ALONG ELECTRONIC GAME 


Welcome to TV Play-Along Wheel of Fortune... the first game ever that lets you compete 
with the contestants on the evening version of the hit TV game show! 


This booklet explains how to use TV Play-Along Wheel of Fortune. 
There are four different ways to play. There’s Classic Wheel of Fortune, Jackpot Wheel of 
Fortune, Puzzle Videotapes (sold separately) and even a Manual Wheel of Fortune 
that you can play without the T'V. 


So get ready! It’s your turn to spin... win... and have a great time! 


NOTE: Your game may be played with the evening version of the Wheel of Fortune 
TV show from August 31, 1988 through at least September 1, 1990. 


Due to technical or other difficulties there may be some telecasts during this period 


that will not work with your game or there may be interruptions in the broadcast of 
the TV show. 


Players do not participate in actual TV shows or win actual prizes or money. 
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GAME PROBLEMS? 
We’re here to help! 


Call 1-800-227-3378 toll-free any week day from 
8:00 a.m. to 9:00 p.m. PST. ( 11:00 a.m. to 12:00 a.m. EST. ) 
( California residents phone (714) 836-4981 ) 
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OPERATING DISTANCES FROM TV 
ALL DIMENSIONS BASED ON A 19" TV SCREEN 


TOP VIEW 






4 RED LED 
LIGHT 
OMAWOWOOOD 
wWAOOWWWW® 
OWOWOW® 
) So 
8' 
TOO FAR 
* For optimal reception of the invisible signal from the TV * To insure that you are within the range of the invisible 
show, we recommend that you position your game 4 to 8 feet signal, aim the game so that the red LED light is as bright as 
directly in front of your TV. possible. 
* If you are either too close or too far away from the TV, this NOTE: The light will be active anytime the TV is on and your 


game is correctly aimed whether signals are being sent or 
not. If you are having problems, consult No. 2 in “Trouble- 
Shooting” for more details. 


game will not work properly. 





GETTING READY TO PLAY 


(In playing Jackpot Wheel 
of Fortune, it is not necessary to 
select the number of players.) 


1. Before the television show comes 
on, turn on your game by pressing the 
“ON” key. 





NOTE: To conserve batteries this game turns If you have chosen Classic : 

itself off when not in use for ten minutes. Wheel of Fortune with 3 players, for instance, 
Now youre ready to select the game to be played your screen will look like this: PhoassiC 
and the number of players. Choose Classic, 4. When the game you want 

Jackpot, VCR (for Puzzle Videotapes) or Manual. and the correct number of Players 





Pes are displayed on your 
screen, press the 

“ENTER” key. Your screen will now 
look like this: 


2. Select your game by pressing the 
“GAME” key. Continue pressing until 
the game you want appears on your 
game screen. 





Position your game 4to8 iM OF Fu 
feet in front of your TV set. 
See “Operating Distances 

from TV” for complete instructions. 


3. Indicate the number of players by pressing 
the “PLAYERS” key until the desired 
number from 1 to 3 is displayed on 
your game screen. 





CLASSIC WHEEL OF FORTUNE 


FOR 1 TO 3 PLAYERS 





In Classic Wheel of Fo. tune, the object of the 
game is to solve the TV puzzle before the TV 
contestants do. 


Loading the Puzzle 


1. Before play begins and after pressing the 
“ENTER” key, aim your game at the TV so that 
the red LED glows brightly. You will also hear 
the “slow” musical tune that will speed up when 
the puzzle is sent to your game. The puzzle 
information for the first round will begin as soon 
as the show starts. If you don’t hear the 
“fast” tune, you are not receiving the 
puzzle. It takes about ten to fifteen seconds to 
receive a complete puzzle. 
When you have finished 
loading the puzzle, the tune 
will stop, and your screen 
will look like this: 


READ" ! 





The puzzle will appear on your game screen on 
or before the first letter is guessed by a TV 
contestant. As the TV contestants correctly 
guess letters, these letters will appear on both 
the TV screen and your game screen. Now 
you re ready to play! 

The invisible signal for the next round will begin 
at the conclusion of the current puzzle. If you 
are having a problem, consult “Trouble- 
Shooting” on Page 14. 


SPINNING FOR DOLLARS 


2. Player 1 starts the game by pressing the “SPIN” 
button. 








The dollar “\ 
value of that spin will appear 
on the game screen: 


Players can spin the following: $100, $150, $200, 
$250, $300, $400, $500, $600, $750, $1000, FREE 
SPIN, LOSE TURN or BANKRUPT. 








CHOOSING CONSONANT 
LETTERS 


3. If a player does not receive a “LOSE TURN” 
or “BANKRUPT”, he must select a black 
consonant letter by typing it on the game 
keyboard. If that letter is in the puzzle, the 
value of his spin is multiplied by the number of 
times the letter appears. The total is 
automatically added to that player’s score, and 
he continues spinning and guessing consonants 
until he guesses incorrectly or spins 
“BANKRUPT” or “LOSE TURN.” (“FREE SPIN” 
instructions are in Step 5.) 


NOTE: Players must select 
a letter before the television 
contestant selects 2 letters, 
or the game screen will flash 
“TOO SLOW!”, and that 
player loses his turn. 


TOO SLOW! 





If a player tries to select a 
vowel after spinning, the 


Secu! 
game screen will read: CONSOMGHT 





This message will also 
appear if the “SPIN” button is pressed more 
than once before a letter is guessed. 


When all the consonants in 





the puzzle have been WOWELS 
guessed, the game screen OML'’ 
will read: 


The player must then buy a vowel or try to 
solve the puzzle. 


4. If a player guesses a consonant which does 
not appear in the puzzle, 
he loses his turn. The 
game screen will show 
whose turn it is: 





A player can also lose his turn if he spins “LOSE 
TURN.” If he spins “BANKRUPT”, he loses his 


turn and all the “money” he has earned to that 
point. NOTE: A player can check his score any- 
time during his turn by pressing the “SCORE” 
key. The game 
screen will show 
the current total: 








5. Like the TV contestants, at-home players may also 
receive a “FREE SPIN.” When this happens, it is 
followed by a dollar amount for that spin. The player 
continues his turn by selecting a consonant. At the end 
of his turn (when he guesses incorrectly or spins “LOSE 
TURN?” or “BANKRUPT”), the game screen will read, 
“TAKE FREE SPIN”. The player may then spin, buy 
a vowel or try to solve the puzzle. Unlike the TV 
contestants, he must use his 
“FREE SPIN” immediately 
after a wrong guess and cannot 
“save” it for later use. 








6. When a player has at least $250 in his “account” 
(score), he may buy a vowel, but he must do so 
before spinning. When he types in one of the 
white vowel letters, $250 is deducted from his 
total score regardless of how many times that 
vowel appears in the puzzle. If that vowel is not 
in the puzzle, the $250 is still deducted and that 
player’s turn ends. 

If a player selects a vowel that is in the puzzle, 
he may buy another vowel, spin or try to solve 
the puzzle. 


NOTE: If a player tries to buy a vowel without 
at least $250 in his “account,” the game screen 
will read: 


HOT EHMOLUGH 





That player must then either spin or try to solve 
the puzzle. 


allotted time, the game 
screen will read,“TOO oi 
SLOW!”, and that player TOO SLOW! 
loses his turn. 


When the last blank in the puzzle has been 





7. To solve a puzzle, a player presses 
the “SOLVE” bar. He may do so at the} 
start of his turn (before pressing ’ 





“SPIN”) or after correctly guessing a vowel or a filled, and the puzzle is correct, that player wins 
consonant. After pressing “SOLVE,” the player the game instantly -- and all 

must type in each remaining the “money” in his “account.” 

letter where the flashing IN THE The game screen will read: 

asterisk appears on the T+BORTAL and the other players’ scores 





game screen: WORDS O8 go to zero. If a player fails 
to solve the puzzle correctly, 





If a player makes a mistake 








(except on the last letter of the puzzle), he can his turn is over. 
backspace using the “SPIN” button and correct If a TV contestant solves the 
it. (Misspelled puzzle solutions will be counted puzzle first, all scores go to WIA 
as incorrect, so players should check spelling zero and the game screen will 
carefully as they type in their solutions.) read: 
Players are allowed 30 seconds to solve the When it is time for the next 
puzzle after the “SOLVE” bar has been pressed. puzzle to be sent from the OIn G7 TU 
If a player has not finished the puzzle in the TV, the game screen will read: 
and play resumes from Step 1. 


The signal for the next round will begin at the 
conclusion of the current puzzle. 


PLAYING TIPS: To add extra excitement, keep 
a running total of everyone’s score on a blank 
piece of paper. When you finish playing, add them 
all up to determine the over-all winner. 


It’s also helpful to note on a piece of paper the 
letters that are guessed so you won’t guess a wrong 
letter again by mistake. Eight alphabet charts 
have been included in this booklet to help you 
get started. 


JACKPOT WHEEL OF FORTUNE 
FOR AN UNLIMITED NUMBER 


OF PLAYERS 





The object of Jackpot Wheel of Fortune is to solve 
the TV puzzle as fast as you can. 


1. Turn on your game and select JACKPOT. It is 
not necessary to select a number of players. (See 


“Getting Ready to Play” for complete instructions.) 
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2. Aim your game at the TV screen to receive 
the puzzle. (See Step 4 in “Getting Ready to 
Play.”) Your game offers a “jackpot” of $1000 at 
the start of each puzzle. 


3. Set your game in a place where all players can 
easily reach it (for example, the coffee table). 
Home players do not spin or select letters in this 
game. As soon as you think you know the answer, 
pick up the game and try to solve the puzzle. 


4. Each time a TV contestant guesses a letter 
correctly, the game jackpot is reduced propor- 
tionately. For instance, if there are 10 different 
letters in a puzzle, each letter that is correctly 
guessed on TV reduces the jackpot by $100. 


5. When a player fills the last blank in the 
puzzle and his solution is correct, he wins. The 
amount of jackpot dollars left on the game screen 
is his final score. But if his puzzle solution is 
incorrect, he’s eliminated from that round of 
play. (Each puzzle is one round.) 





PLAYING WITH PUZZLE 
VIDEOTAPES 


(Look for Puzzle Videotapes where TV Play- 
Along Wheel of Fortune game is sold.) 

Even when the TV show is not on, you can still 
play by using Mattel’s Wheel of Fortune Puzzle 
Videotapes to load secret puzzles into your game. 


SETUP 

1. Turn on game, then select VCR game and 
number of players. (See “Getting Ready to Play” 
for complete instructions. ) 


2. Put a Wheel of Fortune Puzzle Videotape into 
your VCR and start it. You will see a puzzle 
displayed on your TV screen. You will also be 
told the category of that puzzle (Person, Place, etc.). 


3. The puzzle is displayed on your TV screen for 
about 20 seconds. For loading instructions, see 
“Loading the Puzzle” in “Classic Wheel of Fortune.” 


12 


4. When you see the “READY!” message on your 
game screen, stop the tape. 


TO PLAY 
Player 1 presses “SPIN” to start the game. Play 
continues as in “Classic Wheel of Fortune.” 


MANUAL WHEEL OF FORTUNE 


You can play Manual Wheel of Fortune without 
a TV set or VCR! 


1. Turn on your game and select MANUAL. 
Then select the number of players from 1 to 3. 
(See “Getting Ready to Play” 

for complete instructions.) 

2. After you press the 

“ENTER” key, your game 

screen will look like this: 





One of the players types in a puzzle for the other 
players to solve. He may use one from this 
booklet or make up his own. 


He can press the “SPACE” bar to leave 
spaces between words or to move down 
to the next line (by pressing 

repeatedly). Hyphens and apostrophes cé can n be 
inserted with these two keys: 


If a player makes a typing mistake, he 
can backspace with the “SPIN” button 
and correct it. Players should be 
careful not to let their opponents see 
the puzzle that is being entered! 


3. After the puzzle is typed in correctly and 


displayed on the game screen, the player presses 
the “ENTER” key. 


4. The screen will then display blanks in place of 
the letters in the puzzle. 


5. From this point, play continues just as in 
“Classic Wheel of Fortune.” 


6. When you finish this puzzle, press the 
“ENTER’ key to continue playing in the Manual 
mode. Proceed from Step 2. 
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VIDEOTAPING THE TV SHOW 


You can videotape the nightly Wheel of Fortune 
show on your VCR and play it with your game at 
a more convenient time. Here are two important 
points to remember: 


1. Your game must be set on Classic or Jackpot, 
not on VCR. (VCR is only for use with Puzzle 
Videotapes.) 


2. Always wait for the “READY!” on the game 
screen to indicate that a puzzle has been 
transmitted from TV to your game. Fast 
forwarding through commercials will 
interfere with normal play, causing the 
letters to appear late. Consult No. 5 in 
“Trouble-Shooting” (the next section) for more 
details. | 


eee} 


N 
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. THE UNIT HAS NO POWER , OR THE 


DISPLAY IS DIM. 

Your battery may be dead or low. 

Battery may not be connected properly. 

Are you sure you pressed the “ON” button? 

The unit may have shut off automatically after 10 
minutes. 


. THE UNIT IS NOT RECEIVING SIGNALS. 


You may not be aiming at the TV properly. 

(See “Operating Distances from TV”.) 

You may be too close or too far from TV screen. 

(See “Operating Distances from TV”.) 

Your TV brightness control may need adjustment. 

Your TV contrast or picture control may need adjustment. 
Press “ENTER?” key until “AIM AT TV” is displayed, then 
start again. 

You are watching the daytime TV show which is not 
encoded with invisible signals. 


Occasionally, due to technical difficulties, the evening TV 14 


show may not be broadcast with encoding or may not 
work with your game. 


. THE PUZZLE VIDEOTAPE IS NOT LOADING 


PROPERLY. 


Be sure your game is set for the VCR mode, not Classic or 
Jackpot. 


e@ Be sure you are at the beginning of the puzzle. 
4. THE UNIT WON’T SPIN. 


All of the blanks to the puzzle have been filled. To 
continue, press the “SOLVE” bar. 

There are only vowels left. You must buy a vowel, try to 
solve the puzzle or lose your turn. 


e You are playing the Jackpot game. 
. YOU HAVE RECORDED THE TV SHOW ON YOUR 


VCR, BUT YOUR GAME ISN’T PLAYING PROPERLY. 
When playing a videotape of the TV show, you must set 
your game on either Classic or Jackpot mode. (VCR mode 
is for use only with the Puzzle Videotapes.) 


for the entire puzzle. Solution: You must load the puzzle 9. YOU NEVER GOT THE “READY!” MESSAGE ON 

after the commercials, or play through the commercials at YOUR SCREEN. 

normal speed. e If you forgot to aim or aimed incorrectly during part of the 
signal, you may have to sit out a round of play. No problem! 
Enjoy the show, and get ready for the next puzzle. 


. YOU ARE STILL RECEIVING SIGNALS AFTER 
THE TV SHOW PUZZLE APPEARS. 
Depending on the timing of the TV show, it may 


sometimes be necessary to send code until the time the This equipment generates and uses radio frequency energy and if 
first letter is guessed on TV. not used properly may cause interference to radio and television 
reception. It has been type-tested and found to comply with the 
YOU RECEIVED SIGNALS BEFORE THE limits for a Class B computing device in accordance with the 
specifications in Subpart J of Part 15 of FCC Rules, which are 
COMMERCIALS, BUT YOUR GAME DID NOT designed to provide reasonable protection against such 
DISPLAY “READY!” interference. However, there is no guarantee that interference 
Don’t worry. Just resume aiming at the TV screen after will not occur. If this equipment does cause interference to radio 
; ; ve or television reception, the user is encouraged to try to correct the 
the commercials to receive the remaining puzzle interference by one or more of the following measures: 
information. ¢ Reorient the receiving antenna. 
* Relocate the product with respect to the receiver. 
. YOU ARE NOT RECEIVING SIGNALS DURING * Move the product away from the receiver. 
THE “BONUS” ROUND. If necessary, the user should consult the dealer or an experienced 
There can be no TV “Play-Along” during this round due to radio/television technician for additional suggestions. 





the high speed at which it is played. 
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WHEEL OF FORTUNE PUZZLES SCENE 





CUSTER’S / LAST STAND 
The following section contains 240 puzzles created SENIOR / PROM 
by Mattel for you to use in playing Manual Wheel THE GREAT / DEPRESSION 
of Fortune. They are divided into categories such GROUNDHOG / DAY 
as Phrase, Quotation, and Place. 40 of the puzzles Ms Le ati / BALL 
are included especially for children. MISS / AMERICA / PAGEANT 
To help you type these puzzles into your game, we BATTLE OF / THE BULGE 
have added a slash to indicate when to space to a THE GRAMMY / AWARDS 
new line. For example, if a WOODSTOCK 

COUNTY FAIR 


puzzle reads: “THE / 


GETTYSBURG / ADDRESS”, i Biever CANNES / FILM FESTIVAL 


here is how it should look on ADDRESS 
your game screen: 





THE RED / BADGE OF / COURAGE 






FIDDLER ON / THE ROOF 
. — aie " IT’S A/ WONDERFUL / LIFE 
THE / GETTYSBURG / ADDRESS THE LAST / PICTURE SHOW 
MARRIAGE / PROPOSAL LOVE ME / TENDER 
THANKSGIVING / DINNER THE GRAPES / OF WRATH 
FOURTH / OF JULY TAKE THE / A TRAIN 
THE WORLD / SERIES AMERICA THE / BEAUTIFUL 


KENTUCKY / DERBY 16 CHATTANOOGA / CHOO-CHOO 


GRIMM’S / FAIRY TALES 
BRAVE NEW / WORLD 
THE SCARLET / LETTER 
THE / ANDROMEDA / STRAIN 
A CHORUS / LINE 

WEST SIDE / STORY 
MOBY / DICK 

I LOVE / LUCY 

NORTH BY / NORTHWEST 
SATURDAY NIGHT / FEVER 
IN COLD / BLOOD 

TO HAVE AND / HAVE NOT 





IN A/ TIZZY 

CUTE AS/ A BUTTON 

THE WHOLE / KIT AND / CABOODLE 

NOT FOR / ALL THE / TEA IN / CHINA 
BURNING THE / MIDNIGHT OIL 

A FEATHER / IN HIS CAP 

READ MY / LIPS 

DON’T TAKE / ANY WOODEN / NICKELS 
KNOCK YOUR / SOCKS OFF 

HIS BARK / IS WORSE THAN / HIS BITE 


1v 


EVERY DOG / HAS HIS DAY 

LIKE / CLOCKWORK 

YOU CAN’T / JUDGE A BOOK / BY ITS COVER 
WHAT GOES / UP MUST COME / DOWN 
THE EARLY / BIRD CATCHES / THE WORM 
ONE STEP / FORWARD TWO / STEPS BACK 
TWO PEAS IN / A POD 

RIGHT UP MY / ALLEY 

THE LUCK OF / THE IRISH 

BIRDS OF / A FEATHER 

LEND / A HELPING / HAND 

TOP / BANANA 

BE MY / GUEST 

GENTLEMEN / START YOUR / ENGINES 

AN ANGEL / IN DISGUISE 

LOOSE LIPS / SINK SHIPS 

CURIOUS AS / A CAT 

BLONDES / HAVE MORE FUN 

EASY DOES / IT 

MANY HANDS / MAKE / LIGHT WORK 

GIVE ME / A BREAK 

HE WHO / HESITATES / IS LOST 

SMOOTH / AS SILK 

A STITCH / IN TIME / SAVES NINE 


BY LEAPS / AND BOUNDS BICYCLE / BUILT FOR / TWO 


RISE AND / SHINE FELT TIP / PEN 
HIT THE / ROAD NUTS AND / BOLTS 
A PENNY / SAVED IS A / PENNY EARNED CONTACT / LENSES 


HERE’S MUD / IN YOUR EYE 
Ce 
ROBERT / LOUIS / STEVENSON 





RACK OF / LAMB GEORGE / WASHINGTON 
CREDIT / CARD SIR WINSTON / CHURCHILL 
PITCHFORK ROBERT / E / LEE 

HIGH HEELED / SHOE HELEN / OF TROY 

BOTTLE OF / BEER EDGAR / ALLAN / POE 
TELEPHONE / LINE QUEEN / ELIZABETH 
OFFICE / BUILDING NAPOLEON / BONAPARTE 
ADMISSION / TICKET ALBERT / EINSTEIN 

TABLE OF / CONTENTS ALEXANDER / THE GREAT 
MILK AND / COOKIES ATTILA / THE HUN 

CORN ON THE / COB BABE RUTH 

ROCKING / CHAIR CLEOPATRA 

HORN RIMMED / GLASSES GEORGE / WASHINGTON / CARVER 
HOT FUDGE / SUNDAE JAMES / JOYCE 
THREE-RING / CIRCUS NAT KING / COLE 


CROSSWORD / PUZZLE MARIE / ANTOINETTE 
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JOHN / STEINBECK LEANING / TOWER OF / PISA 
AMELIA / EARHART GOLDEN GATE / BRIDGE 

o" ate _ ne ena ALCATRAZ 

MISSISSIPPI / RIVER 

GRAND / CANYON 


ae 









HE WHO / HESITATES IS / LOST WALDEN POND 
REMEMBER / THE ALAMO NIAGARA / FALLS 

LOVE OF / MONEY IS / THE ROOT OF / ALL EVIL THE GREAT / PLAINS 

I HAVE / NOT YET BEGUN / TO FIGHT ATLANTIS 

LOVE THY / NEIGHBOR AS / THYSELF CONTINENTAL / DIVIDE 
I HAVE A / DREAM SAHARA / DESERT 

GIVE ME / LIBERTY OR / GIVE ME DEATH 

HOW SWEET /ITIS 





TO THE / VICTOR BELONG / THE SPOILS 


SUPERMAN 

CAPTAIN / HOOK 

TWEEDLEDUM / AND / TWEEDLEDEE 
EBENEZER / SCROOGE 

SHERLOCK / HOLMES 

RUDOLPH THE / RED-NOSED / REINDEER 





STONEHENGE 

ROCK OF / GIBRALTAR 
CENTRAL / PARK 
SMITHSONIAN / INSTITUTION 


SIR / LANCELOT 
NORTH POLE 
RALPH / KRAMDEN 
SUBWAY / STATION 
RHETT BUTLER 
mteephrieina ad ae MAN IN / THE MOON 
GIDGET 


MOUNT ST / HELENS 
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HUCKLEBERRY / FINN 

JAMES / BOND 

SANTA / CLAUS 

THE SIX / MILLION / DOLLAR MAN 
CAPTAIN / AHAB 

UNCLE / REMUS 

SINBAD / THE SAILOR 

THE KARATE / KID 

THE / INVISIBLE / MAN 





BIRD / WATCHERS 
SALVATION / ARMY 
NATIONAL / GUARD 
PEACE / CORPS 
BARBERSHOP / QUARTET 
LITTLE LEAGUE / TEAM 
CERTIFIED / PUBLIC / ACCOUNTANTS 
ESKIMOS 

AMERICAN / INDIANS 
THE VIKINGS 

NEW YORK / METS 

THE AMISH 
REGISTERED / VOTERS 
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SCREEN / ACTORS / GUILD 
PRESIDENT’S / CABINET 
CHEROKEE / INDIANS 
SUPREME / COURT / JUSTICES 
THE VIENNA / BOYS CHOIR 
MARATHON / RUNNERS 

THE THREE / STOOGES 





LIBRARIAN 

GOOD / HUMOR / MAN 

SHORT / ORDER / COOK 

CHIEF / EXECUTIVE / OFFICER 
FOREIGN / CORRESPONDENT 
GAME / WARDEN 

LIFEGUARD 

DISC / JOCKEY 

ROCKET / SCIENTIST 

SOCIAL / WORKER 





WHEEL OF FORTUNE 


PUZZLES FOR CHILDREN 









MIGHTY / MOUSE 
ALICE IN / WONDERLAND 
THE PINK / PANTHER 
BULLWINKLE 
DONALD / DUCK 
BAMBI 
CINDERELLA 
DICK / TRACY 
YOGI / BEAR 
CHARLIE / BROWN 
FROSTY / THE / SNOWMAN 
PETER PAN 
DENNIS / THE / MENACE 
CHICKEN / LITTLE 
SNOW WHITE 
TARZAN 
POPEYE 
HUCKLEBERRY / HOUND 
MICKEY / MOUSE 


THE WIZARD / OF OZ - 


THE TOOTH / FAIRY 

THE SANDMAN 

BUGS / BUNNY 

LITTLE / ORPHAN ANNIE 






GOLDILOCKS / AND THE / THREE BEARS 


POP GOES / THE WEASEL 

THE JUNGLE / BOOK 

LITTLE RED / RIDING HOOD 

THE LITTLE / ENGINE THAT / COULD 
HOW THE / GRINCH STOLE / CHRISTMAS 
OLD / MC DONALD / HAD A FARM 

RING / AROUND / THE ROSY 

THE STAR- / SPANGLED / BANNER 
AMERICA / THE / BEAUTIFUL 

BLACK / BEAUTY 

LADY / AND THE / TRAMP 

GREEN EGGS / AND HAM 

WINNIE / THE POOH 

HANSEL / AND GRETEL 

MASTERS OF / THE UNIVERSE 











90 DAY LIMITED WARRANTY 


Mattel Toys warrants to the original consumer purchaser of the 
Wheel Of Fortune Game that the product will be free of defects in 
material or workmanship for 90 days from the date of purchase. 


WE CAN HELP! Many problems can be resolved by discussing 
them with our trained personnel. For expert help, call toll free 
(800) 227-3378 (California residents phone (714) 836-4981) 
between 8:00 AM and 9:00 PM PST. 


If the problem cannot be resolved by telephone, return the 
rey cere [bloy emr- lrelare my Titam elcelelme)mer-l(-me)m ol0 coat t1- mm ele}-(-(e-me]g-]er- [0 mmc 
S.C.1., 559 North Fairview St., Santa 4na, CA 92703 for 
replacement (with a reconditioned model of equal quality) or 
repair or refund at our option. If you have had your Wheel Of 
Fortune Game more than 90 days, include a check or money 
order for $14.95 payable to Service Concepts International. 


This Warranty gives you specific legal rights and you may also 
have other rights which vary from state to state. This warranty 
does not cover damage resulting from accident, misuse or abuse. 
Valid only in the U.S.A. 


Send only product and correspondence regarding warranty service 
to the address listed above. Send all other correspondence to 
Consumer Relations, 5150 Rosecrans Ave., Hawthorne, CA 90250. 





0007-0212 . 
“ Wheel of Fortune” is a trademark of and © 1988 Califon Productions, Inc. 
Based on the television program produced by Merv Griffin Enterprises, a unit of 
Columbia Pictures Entertainment, Inc. 
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